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Introduction to Tex Murphy 


Tex Murphv is a mid-21st cemurv P.!., who tries — with mixed 
results — 10 emulate the style and philosophy of the classic 
film noil detective. Divorced, perpetually broke and cursed 
with inconsistent social skills. Tex doesn't fall into the "super 
hero” categorv. but usually manages to succeed despite him- 
self. 

The first Tex Murphv Adventure was 1989's Mean Streets, fol- 
lowed bv I992’s Martian Memorandum. Hut it wasn't until 
Under a Killing Moon (Software Publishers’ Association 
"Adventure Game of the Year for 1994”). that Tex really gar- 
nered notoriety. UAKM also introduced Chelsee Bando, Tex's 
elusive love interest, who returned in UAKM's sequel. The 
Pandora Directive. The alleged UFO crash at Koswell. the 
mysterious Mavan civilization and a tricky little love triangle 
made for an adventure that was the only “game" nominated 
for the Software Publishers' Association Best Overall 
Multimedia Product of 1996, and that won numerous 
Adventure Came of the Yearaward.s. 

Tex Murphy; Overseer finds Tex and Chelsee together again, 
with Tex telling her the story of his very first case. An excit- 
ing, funny, fast-paced mystery/adventure. Overseer is great 
entertainment on its own, but also fills in a lot of details from 
Under a Killing Moon and The Pandora Directive, and sets 
the stage for another installment (already in the works) in the 
proud MURPHY tradition. 

Thanks for Playing! 


Chris [ones 
■Aaron Conners 
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Installing 

IMPORTANT! This program will onlv run under Windows 
95 or newer. Il iifltwnui under am' sersion of OS/2, Windows 
NT, or versions Ilf Windows prior lo Window s 95 

To Install in Windows 95 

1 . Insert CD# I into the C!D-ROM drive, or the DVD into the 
DVD drive. 

2, If 'X'indows95 is set up to use the .■VutoRun feature, 
InstruvtKins will appear onscreen. If instructions do not 
auiomalicalh appear, dick the Start button, then Run, 
then type DtSETUPand press [ENTER] (If D; is the drive 
letter of your CD-ROM or DVD). 

.V Follow the instructions. 

To Start in Windows 95 

1. Verify that one of the Tex Murph) (herseer CDsisin the 
(!D-R()M drive, or that the DVD is in the DVD drive. 

2. Click the Start button, then click Programs, 

3. In the Overseer program group, click the Tex .Murphy 
(herseer icon. 

Quick Start 

1 . Move the mouse to the top of the screen to expose the 
C.'ontrol Panel. 

2. (!lick the New Came button. 

3. Type your name into the field below Plawr .Viiiw. 

4. Click Begin. 

* Naie // viiu ur* wh' (e itiieniciief ui/eenlurr yi>i( 
slieidd pliiy the Jefaull Enleriawmenl game iha/c. 

5. Click Ok if \ou are new to interactive adventure 
games. 

OrfierKise, seled O'amer level aiiJ c/ici Oi 

6. Watch the introduction movie scv|uences carefully as 
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there may be clues that will help get vou started on 
yt)ur interactive adventure with Tex Murphy Overseer. 
Your first Character Conversation will be with Chelsee Bando 
on the Vidphone. )ust select the responses that appeal most to 
you and vou cannot go wrong. 

'NdK; ihere will he pivotal mtiraclive siUulioits llmifflml 
ilieijiime. in which the wmy respi’iise c<w have u tie^iilne wi/uici. 
So save vaur jjimie oflea. 

I'tillow ing your interactis e comersation with Chelsee is a 
movie .sequence with Tex and Chelsee at Chelsee ’.s apartment. 
This is where the plot begins to take shape. 

Your first 1^ session is in Tex’s office 6 years ago when he was a 
voung inexperienced I’l about to break all the rules and make 
some of the biggest mistakes of his life. II vou are unfamiliar 
with the movement controls, see page 12. 

To get the ball rolling; enter the back bedroom and pick up 
the I’archecsi game. I'laving the I'archeesi game will trigger a 
mos'ic sequence that reveals how \*ou landed vour first case 
and open the door to the rest of the game. See page 16 if vou 
are unsure how to pick up the Parcheesi game. 

The control panel is the control center for Overseer. All the 
buttons for Starting, Saving and Resuming Saved Games, 

Hints, Help. Configuration Preferences, etc., arc located here. 
To acce.ss the control panel, simply move the mouse cursor to 
the top of the screen. Belinv are detailed descriptions of each 
control panel element. 

Game Play Mode 
Definitions 


There are two game modes in which t<^ plav Tex Murphy 
Overseer: Entertainment M<ide and Ciamer Mode. 

Entertainment Mode 

Kntertainmem Mode is for beginning plavers that have little 
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or no experience with Interactive Adventure games- If vou 
find that you cannot solve a puzzle or tind a hidden item, vou 
may access the on-line hint sv stem for assistance. If vou tire of 
attempting to solve a dilliculi puzzle, vou mav bvpass the puz- 
zle and continue placing. Each time you get a hint or skip a 
puzzle, however, there will be a minor reduction from vour 
point total. 

Gamer Mode 

Ciamer mode is very challenging and should onlv be placed bv 
vxpvneru'cd interactive adventure gamers or bv placers echo 
have finished the game in Entertainment Mode at least once. 
There are no hints available in this mode, nor can y ou byp.\vi 
any of the puzzles. Gamer mode also includes a higher point 
total- 


starting a New Came 

If it is vour first time placing Tex .Murphv Overseer, you must 
begin by starting a New Game. 

1. Move the mouse cursor to the top center of the screen to 
expose the control panel. 

2. Click New Came. 

3. The field below Placer Name is evhere you type your name. 

't'ioU The niime you supph must he leu iluiii 32 ckaraclers 
Imij and nuv ccntnin any alpfunuinenc c(imI>iniiNi>ii 
except special cftaracierj such as a ijueslm mark or dollar 
sifin 

4. When vou have tvped vour name, click Begin. 

‘Note: If \ou art ne*' to inleraclire aJvenlurf 
games, vdu should play the Jefaull Eniertaiimaiii 
game mode. 

5. Click Ok if you are new to interactive adventure 
games, otherwise select the (iamer level and click Ok. 
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6. Each time a new jilaver begins a game, the beginning 
movie sequence (intro) pias-s aulomaticallt . You may 
pause the intro bv pressing “P" or bvpass it by pressing 
the SPACEBAR. ENTER or ESC kev. 

'Note, if it IS ypiir first time pliiying you should new the entire 
intro, as i( tOHWms information that imiy help vi’ii gel started. 

Por more information see fii/criicling kiiIi Choraclers. 

Saving a Came 

Sa\ ing vour game often is essential. II sou do not save your 
game and stimcthing happens to vour plaver, you will bas e to 
start over from the beginning. Ifvou save your game with the 
same tllename each time vou save, you may end up in a situa- 
tion with no was' out and no previou.sgame to restore. It us an 
ESPECIALLY good idea to save sxiur game right before begin- 
ning a conversation with another character. Saved games 
occupy vers' little disk .space, so save often. 


To Save a Game: 

1 . Move the mouse cursor to the top of the screen to 
actis-atc the control panel. 

2. (dick Save. 

3- The Cwnmenl field is an optional field that altosvs 

sou togisc vour sas ed game a description to help you 
identifs' it later. 

4. The slat field defaults to 000 for the first game you 
sase and increments automaticaliv when additional 
games are saved, i.e. 001, 002. etc. 

5. Click Save and s'our game ss ill be saved. 

Save Game Screen Information 


Save Button - bases the game in progress 
Cancel Button - .Aborts the save game operation 
Help(FI) Button - .Activates an on-line help screen 
Delete Game Button - Lielctes the selected sased game 
(highlighted in red) 

Plaver Name - The name of the plas er s ou created ss hen you 
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started a new game. 

Date/Time - The actual date and time the game was ia\ ed. 
The information is taken from ssjur computer's internal 
clock. 

Location - This is Tex's location when the game was saved. If 
you are hat ing a conversation with a character the location 
will reflect the character with whom vou are having the con- 
versation. 

Comment • This is an optional field that allows vou to enter a 
personalised description ofyour sas edgame to help s ou iden- 
tifs it later. 

Slot - Slot is the number assigned to the game for incremental 
purfHises. Ifyou do not mixlifs this value w hen vou save vour 
game, it will automalicallv increase one. The first game is 
saved in slot 000, the seci>nd in slot 001 , etc. 

Filename - This is the actual filenameof vour saved game. 
Score - This is the point total accumulated w hen you saved 
the game, 

Level - This shows the ti.Wlli MODI- that was being played 
when the game was sased. 

Resuming a Saved Came 

To Resume a Saved Came: 

1 . Move the mouse cursor to the top of the screen to activate 
the control panel. 

2. (.'lick Load. 

3. Select your plavcr’s name from the Plawrspull down 
list. 

4. Select the gamesvu wish to resume in the .Varnf (fanirs 
list box. 

5. (.'lick Load. 

Loading a Saved Game Screen 

Delete Plaver - Deletes the currentls selected player. 

'iViife. You iimiK’l Jelele ihe iumitih stltoleJ pluytr if 
that player's name is wpn^rrss 
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Load • Resumes the currentiv selected saved j>ame (highlight- 
ed in red). 

Cancel - Returns to game’s main control panel. 

Delete Came Button - Deletes the currentiv selected game. 
Help(FI)- .Activate.? an On-line help screen. 

Players - List ol'ali available player names. Names are created 
when a plat er starts a new game. 

Quitting the Game 

I know what vou're thinking; whv \s ould I want to quit this 
game! The answer is; You need to go to work, eat, sleep, etc. 


To Exit the Game: 

1. .“ictivate the Control I’ancI bv moving the mouse 
cursor to the top of the .screen. 

2. Click Exit Game. message box will appear 
asking if vou're sure vou want to exit. 

3. If \ <iu have saved vour same and vou reallv mu.st so, 
dick Yes. 

Deleting Saved Games 
and Players 

■lou mav delete saved games and pl.tvers from within the Sa\e 

and LoiiJ menus. 

To Delete Saved Games: 

1. .Activate the (.ontrol Panel bv mming the mouse 
cursor ti> the top center of the screen. 

2. Click Load. 

3- Highlight the game in the slot vou wish to delete, (the 
line will turn red). 

■4. Click DeleteGameorPressG. 

5. Click Yes to delete. No to Cancel deletion. 

To Delete a Flayer: 

I. Activate the Control Panel bv moving the mouse 
cursor to the top center of the screen. 
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2. Click New Game. 

.1. Highlight the pUver vou wich to delete, (the line will 
turn red). 

4. Click Delete or Press D. 

3. Click Yes to delete. No to Cancel deletion. 

Maneuvering in the VR 
Environment 


To create a realistic virtual world experience, free and fluid 
movement is essential. There are three methods that can be 
used to maneuver in the VR environment: Kev board. Mouse, 
and the VR Movement Overlav, You can use each method 
exclusivelv or sou can use a comhination of two methods i.c. 
keyboard and mouse. 

Using the Mouse 

The mouse can he used 'freely" or it can Iv used to manipu- 
late the\'R movement overlav controls. This section explains 
how to use the mouse- freely without the \'R movement over- 
lav. 

To move freely with the mouse: 

1. Press and hold the right mouse button. 

2. Move the mouse in the directuvn you want to go. 

Walk Forward: Move the mouse forward while hv'lding 
down the right mouse button. 

Walk Backward: Move the mouse backvv ard while 
holding down the right mouse button. 

Turn: Move the mouse left or right while holding down 
ihe right mouse button. 

Stop: Release the right mouse button. 

*NiWf Yen must use (he he\hoarJ or (he I’R isicr/uv to 
perform such fimetms os rmsmjf‘lo»enng eye le\el. ni'inmji. 
sliiiirijf left, sliilwif ricfAf. etc. 
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VR Movement Overlay 

ThcVR Mowincnt Overlay is a small transparent panel con- 
taining a complement of mosement controls. To access the 
\ RtX crlay, move the mouse to the bottom center of the 
screen. The panel will appear and you can begin using it. 

'Note: Teii cun still use the keyboard cmirols m 
canjuihlwn hii/i the VR Oi'er/.tv. fiiil press 
inoKse buUon W use the "free" moyemeni method, the VR 
ei'crliiv «'l//ii«li>HWliCfl//v retract. 

Walk Forward: Click and hold the left mouse button on the 
floating compass (in the center of the four directional arrows). 
Move the floating compass forward (up). 

’Note: To move forward I’lie slep at a time, click the 
fotnard (poinlmf^ if) dirfcKi’Mij/ umni' 

Walk Backward; Click and hold the left mouse button 
on the floating compxss. Move the compass hack (down). 

'Note: 7i> move hack one step at ii time, clirlr the 
/iiictaiird (poinliif down) i/iret/icnii/ urrcii. 

Raise eye level; Click the mou.se on the Raise eye lesel 
button (arrow pointing up at the right of the V R 
oserlay). 

Defaulteye level; Click the mouse on the center eye level 
button (the center button at the right of iheVR 
overlav). 

Lower eve level; Click the mouse on the Lower eye level 
button (arrow pointing down at the right of the\ R 
overlat ). 

Turn left: Click and hold the left mouse button on the 
tloaling compass. Move the floating compass to the lell. 

'Note. To HWi'f left one step at a nine, c/icl; the left 
directional (irreut 
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Turn right: C'lick and hold the left mouse button on the 
floating compass- Move the floating compass to the right. 

'Note Tfl tneie nijfcj iwe step oi a (ime, cltci the 
rifik dirrcfieiu/ iimnr. 

Slide right: Click the mouse on the slide right button at 
the bottom right of the movement oserlav. 

Slide left; Click the mouse on the slide left button at the 
bottom right of the mos ement overlav. 

Look up: Click the mouse on the Ltxtk Up button 
(arrow pointing up at the left of the VK oserlav). 

Look down; Click the mouse on the Look Down button 
(arrow pointing down at the left of the VR overlav). 


Default look angle; Click the mouse on the center eve angle 
button (The center button on the left side oftheVR 
i lurlav). 

Using Keyboard Controls 

The default kes board controls are listed below. Vou mav 
change the keyboard controls via lhcC;ONI-l(i=>KHYlU),MO) 
option on the control panel. 


User-Assignable Keyboard 
functions 

Action Default Key 

I'orward— Move forw ard Up .\rrovv 


Backward— Muse backward 
Up. .Raise eve level 
Kve Level— C.'enier eve level 
Down— Lower eve level 
Turn Left— Turn to the left 
Turn Right.. Turn ti> the right 
Slide l.eft-Stcp to the left 
SlUle Right— Step to the right 
Look Up— Tip up head 


Dow n .\rross 
I’age lip 
Return |Knterl 
Page Down 
Left Arrow 
Right Arrow- 
Insert 
lYelete 
Home 
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Look l-ortt-ard-Onter eye angle Keypad #5 

Look Down— Tip down head End 

Run Fast--l'asteM movemeni .Shift 

Run-Move faster 'R' 

Walk -Slowest Movement Control (Ctrl) 

Pre-Assigned Keyboard functions 

Cancel (Menus, mo' ies, VOs etc.) Esc, Spacehar, 

Enter 

OnlincHelp.System FI 

Save a Game (.^vailable only during play) F2 
Load a Saved Liame E3 

Hints (.Vailahle onlv during play) Ed 

Contlguration TO 

(iuick Exit .Mi + Fd 

.Screen Capture Mi + FlO 


changing Keyboard Controls 

To Change Ke\' .Sssignments for Keyboard VR Control; 

1. Activate tlie Control Panel bv moving the mc'use 
cursor to the top center of the screen. 

2. ClicklheConfig button. 

3. Select the Keyboard tab. 

d. Click the kev assignment vou w ish to change It will be 
highlighted with a white outline. 

.3. Press the kev sou want to change the key assignment 
to. 

6. Repeat steps d and 5 for each key assignment you want to 
change. 

'Note: Tiw ciimiel ussi^ii llir Siime key lo Iwu i>r Jii.ire tipliiwis. 
f/ veu assyn the simif key W fai’ormiJre options, the opiums will 
oppeor ill rtil. llie red liiijhiiglil mi/icnifs lIuU you 

iiiusi chanift cue iir hiif/i of the conjlicimp soilings 

IMPORTANT: Click the Ok button at the bottom left of the 
screen to save changes. 

climbing Stairs and Ladders 

To climb Stairs vou move just as you would on a lesel surface. 
For ladders all vou do is walk toward the ladder and run into 
it. .A message box will appear asking vou if you would like to 
climb the ladder, just click Yes or No. 
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Exiting a Room 

In order to exit a room, open ihe door and ^valk through the 
opening. 

To exit a VR Room: 

I . Mo' e the mouse cursor over ihe appropriaie door m the 
room (not a closet door). 

2- Click the door w hen the crosshair appears. 

X (Uick the Open Close icon when it appears. 

•I. M.rve lonvard through the open doonsav. 

*Ni)(e If ihtre is no iijjaitni rmm. ihe Travel Panel will 
appear, u/li’ii'ing viw la choose iifruivl Jeslinaiion Otherwise, 
ihe aJjacenl room will iiulonuttciiJ/v Irud 

Manipulating Objects 
in the VK Environment 


There are seven ways to manipulate obietls in the VK 
linvlronment. Thev are t<K>kmg. getting (acifulring). moving, 
opening, closing, turning on, and turning olf. Vi hen the 
mouse cursor is positioned over asignilicanl oh|ecl, a cn<»/kiir 
will appear. Clicking the left mouse button when the 
crossli.tlr is visible displays animated icons for each a.'tion 
available for that objeci. 

The Look Icon 

The 'look" icon is a magnifying glass zimming in and out on a 
chess piece, (dickmg the lo.ik icon activates a verbal descrip- 
tion (voiceover) of the asstwiaied object. 

To Use the Look Icon: 

1. Click the mouse on an object vuu want to look at. 

2. Click the animated magnifving glass icon when it appears. 

The Get Icon 

Thegn icon is a hand grasping a chess piece. Clicking the get 
icon acijuires the assixiated tvbject and adds the object to your 
inventors. Note: You should gel everv object vou can because 
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ulu mav need it to complete the game. Many obiccts are also 
« orth points. 

To Use the Get Icon: 

1. Click the mouse on an object \ou want to acquire. 

2. Click the animated hand icon grasping the chess piece 
when it appears. It will <mly appear ifyou can gel the 
ohjecl. 

The Move Icon 

Tile "move" icon is a hanii moving a chess piece. Clicking the 
move icon moves the associated object. Note: Moving an 
object mav reveal an important clue or an item to add to your 
invemon. 

To Use the Move Icon: 

1 . Click the mouse on an object vou want to move. 

2. Click the animated hand icon moving the chess piece when 
it appears. It will onlv appear if you can move the object. 

The Open/close Icon 

The “open/close” icon is a chess set opening and closing- 
Clicking the open/close icon opens and closes doors, desk 
drawers, filing cabinet drawers, safes, etc. 

To Use the Open Icon: 

1. Click the mouse on an object s ou want to open or do.se. 

2. Click the opening/closing chessboard when it appears. It 
will onh appear if vou can open/close the ohjeci. 

The On/Off Icon 

The "on'off' icon is a toggle light switch. Clicking the on/off 
icon activates computers, machinerv, etc., as well as turning 
lights on and off. 

To Use the On/Off Icon: 

1. Click the mouse on an object you want to turn on/off. 

2. Click the animated light .switch icon when it appears. It 
will onh appear if the object can he turned on/off. 
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Handling Inventory 
Items 


When you acquire or gel an object, ii is added to vour ins ento- 
ry. Your inventors' citniains all the objects you base acquired 
while playing (h'crsecr. The onlv was to manipulate invento- 
ry items is via the Inventors' Panel. 

Inventory Panel 

The Inventors- Panel is the interlace that allows ssiu to manip- 
ulate yourins-eniory items. Moving the mouse cursor to the 
right edge of the screen activates the Insemorv Panel- Once 
the Im cntors Panel has been opened vou can perform a vari- 
ety of actions on your inventors items. 

Viewing the contents of your 
inventory 

1. Activate the Inventors Panel bs' moving the mouse cursor 
to the right edge of the screen. 

2. If there ate multiple items in the insentorv sou can 
traverse the collection of items bs- scrolling through the 
invemorv via the vertical sliding scroll bar. Click on the up 
and down arrows or dick on the scroll tab and pull it up or 
down. 

Examining Inventory Items 

You should always examine ans item sou acquire, lixaminmg 
some Items will reveal hidden clues or other mssre useful 
items. Items not yet examined are highlighted with a vl-Uosv 
outline. 


To Examine an Inventory Item: 

1. .Activate the Insenlors- Panel bs- mos ing the mouse cursor 
to the right edge of the screen. 

2. LiH'ate the inventors item you svish to view. Vou mas- need 
to scroll through the items via the scrtical sliding scroll 
bar. 

3- Position the mouse cursor over the item sou wish to 
examine. 

4. Click once on the item with the left mouse huilon. The 
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item will now be attached to vour mouse cursor. 

6. Drag the item to the examination icon (magnifving glass) 
at the upper right corner of tlie inventorv I’anel. 

You (iiiiv simply "drag " the imeiuor\ item lo the 
exaiinnjfuwi icen and drop il, or vice versn. A/se va« ma\ 
double c/icl; liny objec! le c.’citiimic i(. 


Combining Inventory Items 


Thrtnjghout the game you will acquire inventors* items that 
are of no use to vou bv themselves. These items must be com- 
bined to create a new item or items. Two or more items mav 
be combined to create a new item. 


To Combine Inventory Items: 

1. .Activate tbe Inventors Panel bv moving the mou.se 
cursor to the right edge of the screen. 

2. Locate one of the inventors* items vou svish to 
combine. You may need to scroll tlirough the items 
s*ia the s ertical sliding scroll bar. 

o. Position the mouse cursor os er one of the item.s sou 
svish to combine. 

4. Click the item once svith the left mouse button (the 
item will nosv be attached to vour motise cursor). 

5. Locate the second item to be combined and click once 
on the item. 

If the tss o items can be combined, the ness is created item svill 

appear in your inventory. 


'Nole: You Hwy also "drag" uri iHveHfery ilem and drop 
1 / OHIO the Item \ou ivisli (a combine it aitli To do this, 
both ;m*enwrv hems mnsi he risible m the Inventory Panel at 
the Slime time. 

Using Inventory Items 

Mans* of the inventorv items you acquire mu.st be used at some 
point during the game, l-or instance vou mas* need to ii.<c a kes* 
vou found lo tjpen a locked door. 
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To Use an Inventory Item: 

1 . Locate the object viith » hich the invemorv item is to 
be used, and make sure its position is visible 
somewhere on the screen. 

2. .^cti\ ate the Inventors Panel In moving the mouse 
cursor CO the right edge of the screen. 

.■ 5 . Locate the imenlorv item vou wish to use. You mav 
need to scroll through the items \ la the vertical sliding 
scroll har. 

4. Position the mouse cursor over the item and click once 
with the left mouse button (the item will now be 
attached to vour mouse cursor). 

.4. .Move the mouse to the left, awav from the Inventors’ 
lYincl. 

6. When the Insentorv Panel closes, click the \'R object 
with which vou vs ant to use ihcmsentorv item. 

If the insentorv item you are try ing to use is compatible with 
theVRohject, an action will be performed, ( adisorwill 
unlock.) If the inventors item isincontpatible with the VK 
object, you should hear a verbal mesvage front Tex, telling vou 
it is not going to work, or to trv something else, 

‘iViXe; Tdii niiiv simply "Jntif " iht imtiilfry ileiii oui it/ ihe 
/iivemorv Piinel <iihI drop ti im the b'R iihjecl. 

Inventory Panel Display Style 

There are two displav stvles for the Imenlorv Panel, /•V/l PjiicI 
and ieciei/.WiI/ Pitael. The full panel isonlv visible w hen acti- 
vated hv moving the mouse cursor to the right edge of the 
screen. The locked small panel is a small fHtrtion of the Panel 
chat is always sisible (until unlinked) during a VR session. 

To Lock/Unlock the Inventory Panel: 

1. .Activate the Inventory Panel bv moving the mouse cursor 
to I he right edge of the screen. 

2. c;iick the lock/unlock button at the lower left 
corner of the panel. 

.4 The lock/unlock button is a toggling button. To 

unlock the Panel, click the lock/unlock button again. 
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Assembling, Puzzles, etc. 

I 'unng vour investigations, vou mav encounter puzzles that 
must be assembled. 


To Assemble Puzzle Pieces: 

1. Activate the Inventors Panel b\ moving the mouse 
cursor to the right eiige of' the screen. 

2. Locate the puzzle vou wish to a.ssemble 

bv scrolling through the items via the vcrlical sliding 
scroll bar. 

X Position the mouse cursor over the puzzle. 

4. Click once on the puzzle with the left mouse button (the 
item will now he attached to vour misuse cursor). 

5. Drag the puzzle to the examination icon (magnifving 
glass) at the upjter right corner of the insen tors I’anei. 

Yen will now Ime the full screen lo mmiipiilM the pii::le pieces. 

(i. Position the mou.se cursor over one of the pieces, then 
press and hold the left mouse button. 

7. Drag the puzzle piece to the desired 
location and release the mouse button. 

To Rotate Puzzle Pieces: 

1. Position the mou.se cursor over one of the pieces. 

2. Press and hold the left mouse button. 

i. Press the left and right arrosvs on the kes board to 
rotate the piece left or right. 

Interacting with 
Characters 


The cons er.sation.s vou will have svith the other characters in 
Te.x Murphs Overseer are essential to the invc.siigations vou 
conduct- Vl'hen the introduction concludes, sou will have 
vour first interactive conversation with Chelsce on the 
\ idphonc. This conversation is automatic, hut there will he 
other .situations throughout the game where vou must initiate 
a conversation svith a character in order to aci^uite inlorma- 
tion essential to \our investigation. 
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To Initiate a Conversation: 

All conversation!! with characters are initiated bv iras'ding to a 
character’s Uscation or calling a character on the \'idphi>ne. 
Atter addressing with pleasantries or insults, depending on the 
character voo are talking to, the rtifvmt jililikfe utenu will appear. 
The text dispiavcd in the respttnse attitude menu will reflect 
the i/’inl <ifthe response rather than displas'ing the full dia- 
logue Tex will use. 

This pros ides vou with a giM>d idea of what Tex will say with- 
out revealing the actual dialogue- Select the responses chat 
appeal to vou the most. Keep in mind however that there arc 
manv interactive situations that hin^on the responses vou fur- 
nish. Beware! If wu xav or choose the wrong option at the 
vvTving time, it mav prove hazardous to vour health. Saving 
vour game often before every character interaction is not only 
wise, hut it is sometimes necessan'. 

Asking Characters for 
Information 

There are manv paths character conversations can follow. 
Manv conversations progress to a point w here vou can ask the 
character lor information. When this happens. A.vi .‘llxwi... 
w ill appear in the response aililude menu. When you click 
Ask About, the notepad overlav will appear, (iliek an\ sub- 
ject m the list and the character will respond to sour question. 

There are iwt> wavstoend a {Conversation. To end a conversa- 
tion. vou must either continue through the dialogue until 
END CONi'tRSA r/O-A'appearsin the response attitude menu, 
or .select a response that mav vtflend the character vou are 
talking to. In which case the character may decide to end the 
conv’ersaiiivn abruptiv. 

Asking Characters About 
Inventory Items 

Some of the characters vou w ill encounter In Tex Murphy 
Overseer will hav e valuable information that thev will tell you 
if vou ask them abs>ut something from vour inventoiy. 'X'hen 
your conversation with a character has reached a point that 
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Ulu can ask about things, the Resp’me Alltlude Memi will display 
the two options; Ask Ahoul ami EmI Com-srsoliM. 

To Ask a Character About an Inventory 
Item: 

1 . Select Ask About from the Rrs/viise Alltlude Menu. 

2. This selection will acti\ ate the notepad overlay. 

y Locate the item in the notepad that you wish to ask the 
character about. 

i. Select the item on the notepad. If the character has any 
inform.ition about the object you ask about, he or she will 
give you something in return, like information or another 
item. If the character doe.s not have an\' information about 
the item, he or she will respond accordingly. 

’Note: ftiveitlery items llhil (ire iisc.il or exammeJ aiiJ lire no 
loiiqer needed lo coniplele the game wiU Ite reiiii'ved 

from the inventory jiimel 

Using the Vidphone 

TheVidphoneis used to communicate with other characters 
without travelling to their locations. 

To Use the VidPhone: 

1. In Tex's office, click the mouse on the Vidphone (on the 
desk). 

2. Click the on/off icon. 

J. The Vidphone Interface will occupy the entire screen and 
the list of available characters to call is displayed in the 
window at the upper right. 

4. Click the name of the character you wish to call. 

5. Click the Dial button. 

"Note: The chiiracier you attempt lo ca// iwav 'lei /’? <n’.7(lflWe at 
all limes. Try your eall again later ij no one aimers. 

To Receive Incoming Calls: 

When someone is calling you. the Vidphone will emit a certain 
tone. To answer the call, simpiv Him an the Vidl’hone while it is 
ringing. 
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To View Messages: 

If there are me.'.sagcs Mored in the\ idphonc vou will hear a 
di>uble tone. 

1 . Turn an the X idPhiinc. 

2. Click the Message buiion. (The number of messages 
will be displaved on the message button itselO- 

Notepad Overlay 

The Notepad Oserlav is onlv accessible during character con- 
sersations. When a consersatiun reaches a point that vou can 
ask questions, the notepad oserlav can beauiomaticalh 
accessed bs’ selecting the .-fii Response .\ititude. 

To Use the Notepad: 

1. Click an item written on the notepad when the character 
is finished talking about the item a check will Ise placed in 
iheKix ncM toil. 

2. Click each item on the I'lrsl page in susces-sion oral 
random. 

3. (dick Next! if present) at the bottom right of the notepad, 
a.s there mav he more items to ask about. 

4. When there are no items left to isk about, click Done. 

Traveling 

The Travel Panel 

The Travel Panel is the part of the interface that displas s as ail 
able trasci destinations. When you begin plasingTev Murpin 
Dsersecr. there are no ascessible travel locations. During the 
game, locations will open up as sou find physical clues and 
obtain information from the characters you interact svith. 
Once a travel destination isasailahlc. s ou mas proceed to the 
location s ia the trasci panel controls. 

Locations List 

Travelling is verv simple in Overseer. All you base to do is 
idenlifv the location to svhich sou ss ant to travel and tsvo 
clicks (with the mouse, not your heels) and sou are there. 
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To Travel to an Available Location: 

1. Find the location to which vou want to travel. It' the 
location is not immediatclv visible, scroll through the 
thumhnail images until you find it. 

2. Click the thumbnail image of the desired locale. The 
full image will appear in the Co window. 

3. Click the Go button at the lower left corner of the 
trasel Panel- 

Travel Panel Display Style 

There are two displav styles for the Travel I’ancl, Full Panel 
and Locked .Small Panel. Tlie full panel is only visible when 
activated K moving the mouse cursor to the left edge of the 
screen. The locked .small panel is a small portion of the Panel 
that is ai wavs visible (until unlocked) during a VR session. 

To LockA^nlock the Travel Panel: 

1. Activate thcTravel Panel bv moving the mouse cursor 
to the left edge of the serc-en. 

2. Click the lock/unlock button at the lower right 
corner of the panel. 

3. The lock/unlock button Lsa toggling button. To 

unlock the Panel, click the lock/imlock button again, 

Configuring Game 
Settings 

The Confiij option on the contrtil panel opens an applet with 
five tabs; \'ideo. .Audio, KeviHiard. Preferences, and CD-ROM 
(CD-ROM tab is used for D\'D and CD versions). The options 
available under these tabs allow vou to customize game set- 
tings to suit vour personal preferenccs. 


Config Applet Buttons 


OK 

llxits the CONFIG applet and saves 


changes. 

Hill P 

.Activates the appropriate on-line Help 


.Screen. 
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DI-FAULTS 


Returns the options in the currently 
selected TAB to their onginjl state. 
CANCEL Exits the CONFIG applet discarding 

anv changes 

Brightness Adjustment 

The lighting in which the scenes for Tex Murphy Overseer 
were rendered, is verv important to the look and feel of the 
game. Follow the on-screen instructions to adjust the bright- 
ness of sour monitor. Doing so will provide vou ssith the best 
visual experience for the game. 

To Open the Brightness Adjustment 
Applet: 

1. .Activate the CJontrol Panel bv moving the mouse 
cursor to the top center of the screen. 

2. Click the Config button. 

3. .Select the Video lab. 

4. Follow the directions on the screen. 

IMPORTANT: Click the Ok button at thebsiilom right of 
the screen to save change s. 

Audio Preferences 


The volume adjustment applet will allow you to adjust the 
Sound FlTects, Movie, and MIDI volumes within the game. 
When vou plav the game, even- sound vou hear will have 
nearly identical volume levels but you mas want to decrease 
the .ViVinl ^ciss-olumc if you are has mg trouble hearing the 
MIDI music. C.'onserselv. sou mas- want to decrease the MIDI 
solume if sou llnd it difficult to hear the Sound Effects. 

To Adjust Audio Preferences: 

1 . .Actis ate the (ioniro! Panel bs- moving the mouse 
cursor to the top of the screen. 

2. Click the Config button. 

3. .Select the Audio tab. 
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Your system mav be equipped with more than otie MIDI 
device. If vour system is capable of both I'M synthesis and 
wavetable MIDI playback, vou will want to select the 
wavetable device for .superior MIDI cjualiis*. 


To Select a MIDI device: 

Highlight the name of the device under the MIDI section vou 
wish to be active bv moving the mouse cursor o\ er the device 
name, and clicking with the left mouse button. The red high- 
light indicates the active MIDI device. 

To Adjust the Master Volume: 

1 . Pres.s and hold the left mou.se button on the 
Master Volume slide control. 

2. Move the .slider up for maximum volume, and down 
for minimum volume. 

'Note. Moving the slider ilown as far as it can go has the same 
effect as the mule option. 

3. To globally mute the volume, select the Mute option 
for Master Volume. 

To Adjust the Sound Effects Volume: 

1 . Press and hold the left mouse hutlon on the 
Volume slide control under i'ouiiii Effecis. 

2. Move the slider u|s for maximum volume, and dow n 
for minimum volume. 

'Note: Moving the slider doim as far as it can go has the same 
effect as the mule option. 

3. To mute the volume, select the Mute option 
for SoiHjrf Effects. 

To Adjust MIDI music Volume: 

1. Pres.sand hold the left mouse button on the Volume slide 
control to the right of the MIDI list bs)x. 

2. Move the slider up for maximum s'olume, and down lor 
minimum volume. 
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‘Note: Mounji the slider Jevn as Jar as il conchas ihe same 
effect as the mult aplim 

3. Ti! mule the volume, seleci the Mute option for Mini. 

IMPORTANT: Click the Ok button at the bottom left of the 
screen to save changes. 

Preferences 

Preferences arc selected bv either toggle buttons or list but- 
tons. List buttons are diamond shaped. Only one button ina 
list can be selected at one lime. Toggle buttons are square and 
.slightly larger than list buttons, tt'hen enabled a toggle but- 
ton vcill be marked » ith a smaller black square. 'X'hen disabled 
.1 toggle button svill be empty. 

Basic Preferences 

Display Mode 

There are two display motles m which to run Tex Murphy 
Overseer: 801K600 and b^OxASO. MIKHSO is the default display 
mode. The only licncl'it to running the game in the 8)10x61X1 
display movie is with video playback. The native si^c for the 
video playback is 72l)x<80 which is xlightls larger than the 
default screen size of 640\^S). To run the mov ies in 640x4X0. 
the video must be downsized in order to fit. Selecting XtXlxWX) 
will allow the video sequences tohcpiaved without any 
shrinking. Nevertheless the video sequences will appear slight- 
ly smaller in 800x600. 

To .select a display mode, simple click the box next to the dis- 
play mode in which you want to run Overseer. 


Captions (Subtitles) 

Captions are the text subtitles displayed on the screen during 
movie sequences and voice overs. This option turns subtitles 
on and off. 

To enable or disable captions, click the toggle box next to cap- 
tioning. 
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Hints 

Hints are oitiv available in Entertain mem mode. This option 
enables or disables the Hint system. 

To enable or disable the hint svscem ( Entertainment mode 
onlyi click the box next to Hints. 

Walking Speed 

There are three walking speeds; fast, medium and .slow. If you 
are experiencing difficulty maneuvering in the VR environ- 
ment, select the slow option. 

To select the walking speed: click the box next to the speed 
with vt hich s ou want to move. 

Window Size 

Window size is the phvsical size of the VR display area. If you 
are experiencing choppv VR performance vou can decrease 
the window size to increase performance. 

To select the VR window size, dick the box next to the win- 
dow size y ou wash to use. 

Advanced Preferences 

Texture Quality 

Texture.s or texture maps are the grapltical materials used to 
cover the objects in the \'R environment. The complex 
textures used forTex.Murpht; (Kerseer can h.ive a large 
memory footprint. Some computers ecjuippcd with only 32 
MB RAM m.iv experience performance degradation when tex- 
ture qualitv is set to maximum. 

To adjust Texture Quality: 

I- Open the Control Panel b\ moving the mouse cursor 
to the top of the screen. 

2 . Click the Config button. 

3. Click the Preferences tab. 

4. Click the Advanced Preferences button. 

3. Click and hold the left mouse button on the 
Texture Quality adjustment slider. You mav 
also click the arrows at the top and bottom of the 
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adjustment slider. 

6. Move the slider down to decrease texture quality or up 
to increase texture qualitv. 

"Nfie- Mowiff the Slider jII ihe uuv the lop selects 
iihiMiiiuin texture ipialitr. slider all the uuy 

dou ii selecis tmmmiim texture quality 

Bilinear Filter 

Bilinear Filtering is a technique designed to create a smooth- 
ing or blending affect on coarse textures. The algorithm scans 
the texture surfaces and attempts to sm<H>th the appearance of 
the textures. Bv finding color values somewhere Itetween two 
distinct colors a gradient is created. 

To Enable or Disable Bilinear Filtering: select or dcsidcct 
the box next to Bilinear Filter. 


Trilinear Filter 

To Enable or Disable Trilinear Filtering: select or deselect 
the box next to Trilinear Filter. Selecting the Trilinear Filter 
will aucomaiicallY enable MipMapping. 

MipMap 

To Enable or Disable Mip Mapping: select or deselect the 
box next to MipMap. Mipmappmg will reduce the quality of 
distant textures. If s ou are playing on a less than optimal sys- 
tem, enabling Mipmap will increase frame rates for smoother 
game play. 

‘Nate: for miiximum efficiency rmiWr .Vfipiiwp and disable 
Fiiteriry. for the best trade-off of speed and image qualily ciiahit 
Mi/imiippiiy und the Trilinear Filter. 

Fypeiimeitl *ilh filler modes. Mipmappmg. and lexlure quality to 
fine tune game play to your kardvart and persaniil preferences 

VR Renderer 

lex .Murphy; Overseer can utilize .\GI’ hardware acceleration 
to render the .^D \'R eni ironment or a software tenderer can 
be used to render on Ptd non-accelerated systems. 
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If vour computer is equipped witli a compatible AGI’ graphics 
accelerator the program w ill default to hardware acceleration. 
You can select either hardware or software rendering hv click- 
ing the box next to the appropriate option. 

3D Sound 

The 3D sound in Tex Murphv: Overseer is prodticed via the 
Intel RSX -3D sound technology. This option can be enabled or 
disabled bv selecting or deselecting the box next to 31) sound 
in the advanced preferences applet. 

IMPORTANT: Click the Ok button at the bottom left of the 
screen to save changes. 

Dolby™ Digital 
Surround Sound 

To play Tex Murphv Overseer with spectacular Dolbv^'" 

Digital Surround Sound (AC3). an MPEG-2 decoder card with 
a digital output (SPDI1-) and a Dolbv'^” Digital AC3 Decoder 
are required. Connect the.SPDII- output to the digital input 
on the Dolbv^” Decoder or appropriatclv equipped receiver. 
Dolby™ Digital Decoders will provide discreet output for left 
and right rear channels, a center front channel, a subwoirfer 
and right and left front channels. Consult vour decoder docu- 
mentation for further details. 

‘Note: Subwoofer is not a i/islinci chamiel 

CD-ROM Settings 

The CD-ROM section is where vou can select the dri\ e letter 
assigned to each disk. There are .3 CD-ROM discs for the CD 
version and I DVD-ROM disc for the DVD version. 

To assign a driver letter to your DVD-ROM 
or CD-ROM dtive(s): 

1. Open the control panel and click the Config 
button. 

2. Click the CD-ROM tab. 
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3. Click the up and down arrows next to each game disc 
(C;D-R()M version) to cycle through the asailahle 
CD-ROM drives in vour svstem. 

You can assign each game disc of the C^D-ROM version to a 
drive letter of anv CD-ROM drive in vour svstem- You can 
also choose the drive letter of your D\'D drive here. 

The Point System 

liach time you make a g<K>d decision, solve a puzzle, pick up 
an object, etc., vou are awarded a certain number of points. If 
you do everything right, find esemhing, solve every puzzle, 
and don't ask for anv hints, vou can attain a perfect score of 
ISOII points in 1-ntertainmcnt level and 4000 points in Clamer 
level. Points arc dLsplav ed next to SCORE when you sav e a 
game nr restore a saved game. They are also displayed at the 
topoflhc travel panel 

Viewing the Intro 

The Introduction senucnce is only plavcd when a new ly creat- 
ed plaver starts a new game. You can view the intro or the 
credits for Tex Murphv Overseer at any timehv' doing the fol- 
lowing: 

To Play the Overseer Intro Sequence: 

1. Activate the f.'ontrol Panel bv- moving the mouse 
cursor to the u>p center of the screen. 

2. Click the intro button. 

Viewing the Overseer 
Credits 


You may view the credits for Tex Murphy Overseer at any time 
bv doing the follow ing: 

To Play the Overseer Credits: 

l. Activate thcC.'ontrol Panel bv moving the mouse 
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cursor to the top center of the screen. 

2. Click the Credits button. 

Puzzle Manipulation 

The following is i short index of the puzzles you will find in 
Tex Murphy; Os'erseer. On the corresponding page you will 
find scant hints on what is expected of vou to solve the puzzle 
(Without giving a\va\ its solution). Good luck! 


Access Tone Puzzle .1.2 

Anasazi God Brick Puzzle 34 

Bible Verses Puzzle .14 

Braille Encrvpted note Puzzle 34 

Briefcase Lock Puzzle 3.1 

Ceil Brick Puzzle 35 

Chess Board Puzzle .16 

Chess Match Puzzle .16 

Coded Orders and Credo Puzzle 36 

Cog and Lever Puzzle 37 

Color Coded Security Panel 37 

Commemorative Plate I’uzzle 37 

Computer Passwords 38 

Cut-Lip Security Card Puzzles 38 

Domino Puzzle 39 

Gideon’s Cabinet Puzzle .19 

Grille and Grille Chart 39 

Implant Removal Puzzle 40 

Jigsaw Puzzle 40 

Mean Streets .Arcade Game 41 

Safe Puzzle 41 

Stashed Circuit Puzzle 41 

STGpasscard puzzle 42 


Access Tone Puzzle 

To manipulate the colored buttons: 

1. Move the mouse cur.sor over the large colored button vou 
wish to pres.s. 

2. Click the left mou.se button. 

3. Repeat .steps I and 2 until the correct sec|uencc is 
completed. 
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When ihe correct sequence is completed, the puzzle will auto- 
matically close. 

Referto the Online Hmi System fora si’lulmio llnspu::le. 


Anasazi Cod Brick Puzzle 

To manipulate the (jOU bricks: 

1 . Move the mouse cursor over one the bricks lined up 
at the left edge of the screen. 

2. Press and hold the left mouse button and “drag" the 
brick to an open space on the puzzle grid. 

'Noll: Spuees on the puzzle conUmmu titiitwvijWe ftrtcis 
lire ncl ivn.'tdenfJu/wn J/wc« 

3. When the brick is over the desired space, release the 
mouse button. 

H. Repe.it steps I through 3 for the remaining bricks. 

Refer (i> the Online Hint System fnra si’lndixt le this puzzle. 

Bible Verses 

I. Click the lettersai the topleftofthenote(Job). A 
test cursor will appear in a box to the right. 

2. Type the correct word in the box containing the text 
cursor. 

.3. Click the next set of letters (Ex) and type the 

appropriate word in the box containing the text cursor. 
Repeat this pn>ccdure for the remaining sets of letters. 

When \ou finish typing the last word, the puzzle will close 

aulomaticalls. 

Refer u ifie ()?i/ine hint system for a selulion to ffcis pncclc. 

Braille Encrypted Note 

To manipulate the Braille puzzle: 

1. Move the mouse to the first blank line under the first 
Braille letter. 

2. Type the letter of the alphabet that corresponds to the 
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Brailif letter above it. 

X Press the tab kev or move the mouse irursor to the 
next blank line. 

■1. kepeat steps 1 through 3 until all letters are typed. 

U'hen the correct letters are entered the puzzle will automati- 
cally close- 

Refer lo the Online Hini System fora solium la tins puzzle. 


Briefcase Lock 

You must enter the correct combination to the lock on the 

briefcase to solve this puzzle. 

To Enter a combination; 

1 . Move the mouse cursor over the left dial. 

2. Click the left mouse button until the desired numlser is 
displayed. 

3. Move the mouse cursor to the next dial to tlie right 
and repeat step 2. 

4. If you make a mistake, click the kRSET button to 
reset the dials and restart from step 1. 

\('hen you have entered the correct combination 

auiomaticallv open. 

Refer lo ihe Online hinl svsleni jor a soliilion to this pii: 

Cell Brick Puzzle 

To Manipulate the Bricks: 

I Move the mouse cursor over the brick sou svish to 
move. 

2. Press and hold the left mou.se button. 

3. Move the brick to the desired new position and release 
the mouse button. 

•1. Repeat steps 1 through 3 for all bricks. 

'Note: The puzzle null nol be solved if an\ hnds are 
overlapped 

Refer lo the Online Hinl Syslem for ti soliiinni lo lliis puzzle. 


. the lock will 
:zle 
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chess Board Puzzle 

To Manipulate the Chess Pieces: 

1. Move vout mouse cursor oxer the chess piece you w ish 
to move. 

2. Pre.xs and hold the left mouse button. 

3. Move the chess piece to the desired position on the 
puzzle hoard and release the mouse button. 

Kepeit steps 1 through 3 for all pieces until they are in 
the correct positions. 

Refer w (fie Online Hint SysUm for a u'lulhm lo ihif puzzle 

Chess Match Puzzle 

To manipulate the Cihess .Match Pu/zle: 

1. Select the first moxe you wish to makebx clicking the 
appropriate arrow button m the -Weel column. 

•NiKe; Tch cim previert the imneyirsi ftv selecfmci the 
appropriiile iirw» hiiiloa mihe PREVIEV zolunm. 

2. After tour oppxineni has moved select your next moxe 
bv clicking the appropriate arrow button in the 

■Weer column. 

.3. Kepcai steps I and 2 unld either you or your opponent 
has achiexed checkmate. 

Refer to the Online Hml .System for a soliilion lo iliif puzzle 


Coded Orders and Credo 
Puzzle 

Manipulating the Coded < Irders and Credo Puzzle is verx sim- 
ple. All vou hax etodois tvpe the appropriate letter in the 
appropriate numericallx labeled space. Once a letter is typed, 
the cursor will automalicallv move to the next space. If all 
spaces are filled with the correct letters, the puzzle will auto- 
maticillv solve and close. If vou haxe made a mistake, you can 
correct errors h\ using the arrow kevs on the kevboard to 
move to anv numbered space on the screen and typing a new 
letter. 
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Refer (c the Ontwe Hint System for u si>/h(ioh to this puz:le. 

Cogs and Levers 

The levers in this puzzle rotate the aceompanvinji cogs one 

full revolution with each puil- 

To Manipulate the Levers: 

1. To move a lever up (cogs turn clockwise), click the left 
mouse button at the top of the slot containing the 
lever. 

2, To move a lever down (cogs turn counterclockwise), 
click the left mouse button at the bottom of the slot 
containing the lever. 

Refer to the OnUne Hml i'vs/eit! Jiir .7 to this puzzle. 

Color Coded Security Panel 

To operate the color coded security panel: 

1. With the left mouse button, click one of the colored 
buttons. 

2. Click the number on the kevpad you wish to associate 
with the color. 

5. ILepeat steps 1 and 2 for all eight colors. 

Refer To the Oiiliiie Hint System for it sa/iilipit to this puzzle. 

Commemorative Plate Puzzle 

To Operate the Commemorative Plate Puzzle; 

1. Move the mouse cursor over the plate vou want to rotate. 

2. Click the plate with vour left mouse button. 

'Note: Old the left half of the plate to rotate 
c<>77w(«n-/flfi(u'ise. C'/ici the rtijlit half oj the plate to rotate 
clockwise. 

d. The green arrow at the top of each plate indicates the 
position relative to the marks around the plate. One full 
turn (360 degrees) will toggle Isctvveen a.m. and p.m. 
When the correct times h.tve hec-n entered, click the .Set 
Time button. 
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Keprat sieps 1. 2. and 3 for all plaies until the correct lime 
is entered for each. 

Refer To the Hint .Vysfetn for a soluiwo lo this puzzle. 

Computer Passwords 

Throughout the game there are scseral computers. To gain 
access to the information in these computers, you will be 
required to attach a passcard reader, scan a passcard. and enter 
a password. To enter a password on a computer all vou hase 
to di> is t\ pe the password correclls'. (,)nce the passssord is 
tvped correctly access will be granted aulomaticalls. 

Refer to the (Mine Hint System for the possvorJs to mJiiidiuii com- 
puters. 

Cut-up Passcards 

You musi assemble thepasnard pieces within i he while mark- 
ers. 

To Move The Passcard Pieces; 

1. Mose the mouse cursor over the passcard piece y«>u 
wish to move. 

2. I’ress and hold the left mouse bottom and drag the 
passcard piece to the desired new location. 

.V iU'lease the mouse button. 

To rotate the passcard pieces: 

1. .Move the mouse cursor oscr the passcard piece you 
wish to rotate. 

2. I’ress the right arrow key on the keyboard lo rotate the 
passcard piece clockw ise. 

3. Press the left arrow key to rotate the passcard piece 
counter-clockwise- 

4. %’hen the piece is rotated to yoursatisfaciion. release 
the mouse hulton. 

Refer To the Hint System for o solution lo this puzzle 
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Dominos 

To Manipulate the dominos: 

1. Move the mouse cursor over the domino you wish to 
move. 

2. I’ress and hold the left mouse button on the domino. 

3. Move the piece to the desired spot on the marble 
domino board and release the mouse button. 

•1. Repeal steps I through 3 until all nine dominos 
occupy the correct spots on the board. 


Refer To ihe Online Hint .System for a soliilioii W tins pn::le. 

Gideon’s Cabinet Puzzle 

lo move the Cross; 

1. Move the mouse cursor ot er the cross. 

2. Press and hold the left mouse button on the cross. 

3. Move the cros.s to the desired location on the cabinet face 
and release the mouse button. 

4. Repeat steps I through 3 until the correct location is 
fuu nd. 

When the correct location is found, the puzzle will automaci- 
callv close. 

Refer lo the Online Him Spienifor o soliiiion to tins puzzle. 

Grille and Grille CKart 

You must manipulate the grille to find the hidden words on 
the Grille chart. 

To Manipulate the Grille; 

1. Move the mouse cursor anvwhere over the grille 

2. Press and hold the left mouse button. 

3. Move the grille to the desired new location. 

4. Pres,s the right arrow key on the key board to rotate the 
grille clockwise. 

5. Press the left arrow kev to rotate the grille 
counter-clockwise. 

6. When the grille is rotated to vour satisfaction, release 
the mouse button. 
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STC Passcard Puzzle 


You must insert the STG passcards one at a time and enter the 
correct password for each one. 

To Manipulate the Passcards: 

1. Move the mouse cursor over the card vou wish to 
insert- 

2. Press and hold the left mouse button and move tlie 
card to the card slot. 

3- Press the right or left arrow on the ke> board to rotate 
the passcard (optional). 

H. Release the mouse button when the card is in position 
{list under the card slot. 

5- .M'ter the card has been fully inserted, enter the 
appropriate password. 

When the correct password has licen entered the card will 
remain inside the securits- machine. If the w rong passw ord is 
entered, the passcard will reappear. Vou mas then reinsert the 
passcard and trs- again. 

Refer lo the Online Him S\siem fer a solulitm lo this puzzle 

Bypassing Puzzles 

There will incvilabh be those who do not like puzzles or do 
not want to invest the lime it lakes to solve some of the more 
dilTicult puzzles. Therefore we have provided the option to 
circumvent anv puzzle in the game. 

The option to hvpass puzzles is onlv available in entertainment 
mode. The codes to hvpass the puzzles can be found in the 
hint svstem. which is not accessible when pla\ ing a game in 
gamer mode. 

The Hint System 

The online Hint Svstem is available in Kntertainmcnt mode 
onis. .Any time sou reach an impasse and cannot continue, 
vou mav consult the Hint .System to help you adsance. Ik- 
aware however that every lime vou consult the hint sv stem. 
there is a point penalts that reduces your total score. 
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To Get a Hint: 

1 Activate the Control Panel bv moving the mouse cursor Co 
the top center of the screen. 

2 Click the Hint button, or press the F4 key at any time. 

This vtill displas the Hint Directory Screen. The topics 
listed are unresolved problems or puarles. These topics are 
level 1 hints and will cost you 1 point. 

3. Locate the problem or puzzle for which you require a 
hint and dick the button next to it with the left 
mouse button. The next screen displays the steps already 
completed. 

4. If you need a hint, select the button to the left of the 
incomplete step nearest the top of the list. The next Hint 
will appear. This is a level 1 hint and will cost vou 4 points. 

Hints that have not been completed are displayed in "red" and 
remain red until the step is completed. All completed steps 
appear in green. You cannot select a him further down the list 
until vou have completed all the previous steps. 

IMPORTANT; Each time vou .select the Hint button or press 
F4 vou are penalized 1 point for looking at the hint directory. 
When you get a level 2 hint you are charged 4 points. If you 
want to achieve a perfect score of 1500 points (entertainment 
lesel), you must complete the game without using any hints. 
You may disable the hint system if vou wish to eliminate the 
temptation. 

To Disable the Hint System: 

1. Activate the Control Panel by moving the mouse cursor to 
the top center of the screen- 

2. Click the ConFig button. 

3. Click the Preferences tab. 

4. Deselect the box next to HmH. 

3. Click Ok. 
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Teclmical Support 

Before calling for technical support, please read the RE.^DMF. 
Tile. If you still have questions regarding this product, or want 
to contact us for anv reason, we offer several different wavs to 
do so: 


I. On-line users can get as.sislance as follows: 


Service ID# 

America On-Line Unksprol 


Location 

Industry 

(Connection 


(CompuServe 72662.61 


(iOCiAMBI’UB 


Prodigs 
Internet 
Internet e-mail 


(iBVV20A l--mail 

wsvw.accesssoftware.com 

lech@accesssoflwarr.com 


2. (Callout Suppitrl Hotline at 1 -800-79S-8324 (Mon. through 
Pn. 7:30 a.m. to 8:.W p.m. MST), 

’Nale Try w compile us much m/omuim as possihle ahaui yaur 
system heftre calling 


Ordering Information 

To order, or for information about other .Access Software 
products, call l-800-800•^88n(M-P.9;00-5;00, MST). 
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